ROGUISH ARCHETYPE: IHE ROGUE-LIKE 


THE ROGUE-LIKE 


A STRANGE AND SILLY ARCHETYPE FOR ROGUE. 


FOR SOME, DEATH IS BUT A MEANS TO GAINING 
MORE POWER. LETS SAY YOU'VE PAID THE 
BOATMAN IN ADVANCE AND HE QUICKLY SENDS 
YOU OFF INTO THE NEXT LIFE. ONLY THING IS, 
ITS THE SAME LIFE YOU JUST LEFT, A LITTLE 
STRONGER THAN BEFORE, AND WITH NONE OF 
YOUR GEAR. 

This is a loving take on traditional rogue-likes. While it most 
definitely isn't balanced for a standard campaign, it would be 
interesting to see it be used in one. 


ROGUE-LIKE FEATURES 
Level Feature 


3rd Pre-Ordered Revival, Death Boon 
9th Improved Death Boons 

13th Greater Death Boons 

17th Stygian Might 


PRE-ORDERED REVIVAL 

When you take this archetype at 3rd level, your fate is no 
longer in your own hands. The gates of the underworld are 
laid open before you and it's rarely an issue to walk back out 
after going in. However, as they say, you can't bring it with 
you. 

Any spell that would bring you back from the dead costs no 
material component when used on you. However, upon being 
brought back to life, all non-magical items (including gold) 
you were had when you die vanish, replaced with the starting 
equipment of the Rogue class. Magical items you had when 
you died become shadows of themselves and are not usable 
in that state. Each long rest, you can turn one shadow of a 
magic item back into its normal form. 


DEATH BOON 

At 3rd level, if you died with a number of non-magical items 
worth at least 100 gp times your level you can gain a Death 
Boon. Death Boons are permanent abilities that carry over 
each time you die. Any Death Boons that call for a DC use 8 + 
your proficiency bonus + your intelligence modifier. 


IMPROVED DEATH BOONS 

At 9th level, you can increase the payments to the lords of the 
underworld to gain better boons. If you died with a number of 
non-magical items worth at least 1000 gp times your level 
you can select a Death Boon from the Improved Death Boons 
list rather than the original Death Boon list. If you don't have 
enough but do have enough for a normal Death Boon, you 
can swap out a Death Boon you have for an Improved Death 
Boon. 


GREATER DEATH BOONS 

At 13th level, your wealth could purchase anything the 
underworld has to offer. If you died with a number of non- 
magical items worth at least 10,000 gp times your level you 
can select a Death Boon from the Greater Death Boons list 
rather than the original Death Boon list. 


STYGIAN MIGHT 

At 17th level, your strength has a direct connection to how 
many Death Boons you have gained. Your maximum hit 
points increase by 1 for every Death Boon you have, once per 
turn you can deal extra damage on a weapon attack equal to 
the number of Improved Death Boons you have, and when 
you use Uncanny Dodge or use Evasion to take no damage 
from a Dexterity save you heal an amount equal to the 
number of Greater Death Boons you have. 


DEATH BOONS 


You cannot take a Death Boon more than once unless stated 
in the ability. Some Improved and Greater Death Boons 
require you to have a Death Boon of an earlier type. 


ARMORED SOUL 
You gain proficiency with Medium Armor and Shields. 


DAMNED ARTISAN 
You gain proficiency in one Skill or Artisan Tool. 


JUST ONE TO REMEMBER THEM By 

When you revive, select one non-magical item you had when 
you died. You keep the chosen item and its worth does not 
count towards the amount required to gain a Death Boon. 


OUTRUNNER 
Your base speed increases by 10 feet. 


STURDY 
Your maximum hit points increase by 5. 


TRAINING AT THE GATES 
You gain proficiency with one Martial Weapon. This boon can 
be taken more than once. 


TRAINING AT THE WALL 
Prerequisite: Training at the Gates 

Gain one Fighting Style from the options granted by the 
Fighter Fighting Style class feature. 


UNNATURAL SKIN 
While you are wearing no armor, your AC equals 10 + your 
Dexterity modifier + your Charisma modifier. 


WHISPERS OF THE ARCANE 

Choose a class that has either the Spellcasting or Pact Magic 
class features at 1st level You gain the feature and are treated 
as a level 1 character of that class. For example, if you choose 
Wizard, you get a spellbook and spell slots as if you were a 

1st level Wizard. You do not gain any other features related to 
spellcasting from that class such as Ritual Caster, Arcane 
Recovery, etc. 


IMPROVED DEATH BOONS 
AND MAYBE A FEw MORE 


Prerequisite: Just One to Remember Them By 
You can now select a number of items equal to your 
proficiency bonus for Just One to Remember Them By. 


CHAINSPELL 
Prerequisite: Whispers of the Arcane 

When you cast a cantrip that can only target one creature 
you can have it chain to another creature within range, using 
the original target as the point of origin for the spell. 


EXPERT CRAFTER 
You can double your proficiency bonus when using any 
artisan tool you are proficient in. 


EXTRA ATTACK 
When you take the Attack action you can make two attacks 


instead of one. 


FLESH OF THE TITANS 
Prerequisite: Sturdy 

As a bonus action, you gain resistance to Bludgeoning, 
Piercing, and Slashing damage from non-magical weapon 
attacks for one minute. 

Once you have used this ability twice, you cannot use it 
again until you take a short or long rest. 


Last DITCHED EFFORT 
Prerequisite: Whispers of the Weave 
While your health is at 20 or below you can cast either 
Lightning Bolt, Fireball, or Mass Healing Word without 
expending a spell slot or using material components. 
Once you have cast any of these spells you cannot cast 
another until you take a short or long rest. 


SKILLED HANDS 
You gain proficiency in one skill You can take this Boon 
multiple times. 


STOLEN RITUALS 
Prerequisite: Whispers of the Arcane (Warlock) 

You gain the Invocation class feature, treating your level 
from Whispers of the Arcane as your Warlock level to meet 
prerequisites and determine how many invocations you gain. 
You always have a minimum of 1 invocation. 


SWIFT WEAPONS 

Select aone handed weapon that you are proficient in, when 
you use it that weapon is treated as if it had the Finesse 
property. You can takes this Boon multiple times. 


THE RIVER'S FLOW 
Prerequisite: Outrunner 

Your base speed increases by 10 feet. You gain a swim 
speed equal to your base speed. 


‘TRAINING ON THE PARAPET 
Prerequisite: Training on the Wall 

You gain one feat from the following list: Crusher, 
Crossbow Expert, Dual Wielder, Great Weapon Master, 
Gunner, Piercer, Polearm Master, Sharpshooter, Slasher 


UNCANNY MECHANISMS 
You ignore all class requirements on the use of Magic Items. 


WHISPERS OF THE WEAVE 
Prerequisite: Whispers of the Arcane 

You are now treated as if you were a 5th level character of 
the chosen class for the sake of the Spellcasting or Pact 
Magic features gained from Whispers of the Arcane. 


GREATER DEATH BOONS 


ARCANALOTH'S SECRET 
When you are revived, chose one magic item you had, that 
item does not become a shadow. 


AVOIDANCE 

If you are subjected to an effect that allows you to make a 
saving throw to take only half damage, you instead take no 
damage if you succeed on the saving throw, and only half 
damage if you fail. 


CHARISMA OF LOKI 
Prerequisite: LEVEL UP 

Your Charisma score and the maximum your Charisma 
score can be both increase by 2. 


CHTHONIC BODY 
Prerequisite: Flesh of the Titans 

Your maximum hit points increase by 5. 

You can select this boon a number of times equal to your 
level. 


CONSTITUTION OF THOR 
Prerequisite: LEVEL UP 

Your Constitution score and the maximum your 
Constitution score can be both increase by 2. 


CURSE OF ACHILLES 
Prerequisite: Flesh of the Titans 

As an action, you can gain immunity to Bludgeoning, 
Piercing, and Slashing damage from non-magical weapon 
attacks for one minute. 

Once you have used this ability you cannot use it again 
until you take a long rest. 


DEXTERITY OF ZEPHYR 
Prerequisite: LEVEL UP 

Your Dexterity score and the maximum your Dexterity 
score can be both increase by 2. 


FALLING RAIN 

When you deal critical damage to a creature and you have 
already used your Sneak Attack previously on this turn but 
still qualify for it you can roll half of your Sneak Attack 
damage and add it to the damage of the attack after rolling 
the critical damage. 


GIANT KILLER 

Select a weapon with the Heavy property that you are 
proficient in, when you use it that weapon is treated as if it 
had the Finesse property. 


GREED OF MAMMON 
Prerequisite: And Maybe a Few More 

When you are revived, you can keep any number of non- 
magical items whose worth totals up to 100 gp times your 
level. These items do not count towards the amount required 
to gain a Death Boon. 


INTELLIGENCE OF THOTH 
Prerequisite: LEVEL UP 

Your Intelligence score and the maximum your Intelligence 
score can be both increase by 2. 


LEVEL UP 


You gain an Ability Score Increase. 


SCHOOL OF SHADOWS 
You can select an additional skill for your Expertise feature. 
You can take this Boon multiple times. 


SECOND CHANCE 
If you would be reduced to O hit points or lower but not be 
killed outright you can instead go to half of your maximum 
Hit Points. 

Once you have used this ability, you cannot use it again 
until you take a long rest. 


SOUL ZAPPER 

When you deal Sneak Attack damage, you can choose to take 
half of the damage. If you do, the original target takes only 
half the damage rolled and becomes cursed for a number of 
rounds equal to your proficiency bonus. At the start of that 
creature's turn it suffers necrotic damage equal to half of your 
sneak attack dice rounded down. At the end of its turn it can 
make a Wisdom saving throw against a dc equal to 8 + your 
proficiency bonus + your Wisdom modifier, ending the effect 
on a successful save. 


SPEED OF HERMES 
Prerequisite: The River's Flow 

Once per long rest, you can cast Haste on yourself, when 
you do you cannot lose concentration because of damage. 


STRENGTH OF ATLAS 
Prerequisite: LEVEL UP 

Your Strength score and the maximum your Strength score 
can be both increase by 2. 


WHISPERS OF HECATE 
Prerequisite: Whispers of the Weave 

You are now treated as if you were a 9th level character of 
the chosen class for the sake of the Spellcasting or Pact 
Magic features gained from Whispers of the Arcane. 


WISDOM OF SOLOMON 
Prerequisite: LEVEL UP 

Your Wisdom score and the maximum your Wisdom score 
can be both increase by 2. 


OPTIONAL RULE - ROGUELIKE CAMPAIGN 


WHEN IT COMES RIGHT DOWN TO IT, THIS IS THE INTENDED WAY TO USE THE ROGUE-LIKE SUBCLASS. 
HAVE ONE OR MORE PLAYERS USE THIS IN A CAMPAIGN OF RANDOMLY GENERATED DUNGEONS OR A 
CAMPAIGN LIKE WATERDEEP: DUNGEON OF THE MAD MAGE AND USE ONE OF THE OPTIONS BELOW: 


e Revival on TPK: Useful for a normal party size, this method sees the party all revive at a safe hub area upon facing a Total 
Party Kill Maybe include a level penalty or a maximum hit point reduction for a short period after the revival to keep things 
interesting. 


e Revival on Death: For single pc parties or just to provide easier transitions for groups that don't have access to revival spells - 
which in a full Rogue-Like group is nearly all of the time. Players that die should revive in a safe hub area, ready to either 
charge after the group blindly or wait for them to come back. 


e Ironman: For that classic experience, when you die everything goes back to the start. On death, you are sent back to whatever 
starting point was used for the campaign and your level is reset to the starting level of the campaign. The only thing you keep 
are Death Boons and anything they would allow you to hold on to. Consider adding in a new Improved Death Boon that works 
like Just One to Remember Them By but for magic items and a new Greater Death Boon that works like And Maybe a Few 
More for magic items. 


Feel free to mix and match or come up with your own Roguelike Campaign rules to bring the full feeling of those games to your 
table in the manner you see fit. 
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